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ABSTRACT 
 
 
Zakina 2018, The use Text Twist Games in Teaching Students Vocabulary 
at the Seventh Grade of SMPN 7 Palopo. Thesis Tarbiyah Depertment. 
Consultant (1). Dr. Hilal Mahmud, M.M. (2). Syamsudarni, S.Pd., 
M.Ed. 
Key words: Text Twist Games, TeachingVocabulary. 
This thesis studies about Students improving in vocabulary learning 
using Text Twist Games in teaching at the seventh grade of SMPN 7 Palopo. 
In this reseach, the population was the seventh grade of SMPN 7 Palopo. The 
sample of this reseach wasa one classes consisting of 20 students. In 
collecting the data, the reseacher used instrument in the form of multiple 
choice and Fill in the blankquestions which had been tried out before the 
treatments. The instrument was given in pre-test and post-test. Before giving 
the treatment, the writer gave pre-test. Then, after conducting the treatments, 
the instrument was given in post-test.After giving pre-test and post-test, the 
writer analyzed the data using SPSS to compute independent sample t-test. 
Based on the data analysis computed by using SPSS, it was obtained 
that Sig.= 0.00 and α = 0.05. It means Ha is accepted because Sig. < α = 
0.00< 0.05. Therefore, there is a significant influence of using Text Twist 
game towards students’ vocabulary mastery in the first semester of the 
Seventh grade at SMPN 7 Polopo. 
. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
CHAPTER I 
INTRODUCTION 
 
A. Background 
Vocabulary is the most important thing in mastering English. English  learning 
process faced many problems because  students lacked vocabulary. Vocabulary 
cases happened in English learning process in Indonesian Junior High School 
students.  For instance, in the learning process in the classrooms, the meanings of 
common words were often asked by teacher to students, but they could not answer 
the questions correctly. Moreover, there were still many spelling mistakes in 
students‟ writing. Furthermore, if the students were asked about their opinions 
about moral value of a text, they were unable to express their ideas properly. 
Those problems  made the students unable to understand the material maximally. 
Therefore, they still had to find out the meanings of the words in the dictionary 
whereas for students, it is a boring activity to always look up words in the 
dictionary.
1
 
Based on observation at 7
th
 students of SMPN 7 Palopo. The reseacher found 
some problem, The students less mastering vocabulary. It caused the students to 
lazy to look up the meaning of the word by using dictionary. After knowing the 
conditions above some possibilities of causal factors of those problems were  
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drawn, and  the researcher found that most of students had many problems in 
mastering vocabulary and this situation make them feel lazy to study English. The 
students who have low ability in memorizing vocabulary, because the students 
seldom practice their vocabulary, and the teacher still applies a traditional method. 
Based on the conditions above, the reseacher thinks that there are some 
possibilities of factors of those problems were drawn. 
1.The laziness students to find out the meanings of words in the dictionary. 
They refer doing the easy way by asking their teacher the meaning of the difficult 
words. It is about student character, when there was an instruction to do some 
exercises, students prefer to ask their teacher what should they do in that exercise 
than look up in the dictionary. 
2.The students always want to learn vocabulary by doing interesting activities 
which are almost similar to playing games. The game which is associated with a 
fun. Students will be attracted with a game than listening  by traditional way. It 
can be alternative wayfor students to study by played a game. 
3.There is no allocation time for vocabulary teaching and learning in the 
learning process in the classrooms. English learning process in the class is only 
once in a week. So, the students should have another time to learn and increase 
their vocabulary mastery 
According to the facts above, one of alternative techniques for teaching 
vocabulary that should be implemented is a game technique. Therefore,the 
researcher was interested in conducting a research by the tittle “ The use text 
 
 
twist game in teaching vocabulary at the seventh grade students of SMPN 7 
Palopo”   
B. Problem Statement 
Considering some of problems that have been found in observation, 
reseacher formulate problem statement, that” Is the use Text Twist Game effective 
in Teaching Vocabulary at the Seventh Grade Students of SMPN 7 Palopo”? 
C. Objective of Research 
In this research, the objective is To find out whether the Text Twist Game 
effective in Teaching Vocabulary at the Seventh Grade Students of SMPN 7 
Palopo. 
D. Significance of  Research  
1. For the school 
It can give positive effect to future in teaching learning process, especially 
in teaching vocabulary. 
2. For the Teacher 
The teacher is expected to be able to apply an appropriate technique in 
teaching English vocabulary. 
3. For the students 
The researcher expected to encourage the students mastering the English 
lesson, the students feel relax and enjoy when they learning, and it can improving 
students vocabulary. 
4. For the further researcher 
 
 
This research expected to give a new knowledge of the further researcher 
to do the better research of teaching and learning cases, and to solve the students 
vocabulary problem, and also the teachers that have the similar problem with this 
researcher. 
F. Scope of Research 
1. This research limited on teaching Noun such as thing in the class, 
Public Bulding, and Animals 
2. This research is focused at SMPN 7 Palopo ? 
G. Definition of term 
1. Vocabulary is one component of language which consists of total 
number of word that have function and meaning.  
 2. Text Twist Game is a language game where the way of playing this 
game is by arranging some letters which are given by the teacher in order to form 
many English words as possible within a certain period of time. 
 
 
 
 
 
 
 
 
 
 
 
 
 
CHAPTER II 
LITERATURE REVIEW 
 
A. Previous Studies 
The researcher would describe the related researches that had been done by the 
previous researchers. The related researches as follows: 
1. Nurdianita, she conducted the research entitled” The use of Text Twist 
Games for Teaching Vocabulary at the Tenth Grade Students of SMA Islam 
Ta’allumul Huda Bumiayu”2. In this case, he writer used a quasi- experimental 
research design, They were divided into two groups. The first group was named 
experimental group (X MIPA 1) which was contained of 31 students . The second 
group was named control group (X BAHASA) which was contained of 36 
students. There  were four meeting in this research including pre-test, treatment, 
post-test, and questionnaire, and test including pre-test and post-test. The tests 
were used to find out to know how text twist game was used in teaching 
vocabulary. 
2. Wanda Lestari conducted a research entitled“ Improving Students 
Vocabulary Mastery by using Text Twist Games at Private Islamic Junior High 
School Al-Hijrah 2 Lau Dendang”3. The research of this study was conducted by 
using calssroom action research. The technique of analyzing the data of this 
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research was applied by qualitative and quantitative data. The qualitative data 
were taken from observation sheet, interview, and documentation. The 
quantitative data were taken from the test. 
The similary between those prevoius study with my research is talking about 
the used of text twist games in teaching vocabulary. The difference between those 
prevoius study with my research, the first prevoius study, her research used a 
quasi-experimental research design,which was divided into two grups, the first 
group was named experimental group, The second group was named control 
group.And the second prevoius study, her research used calssroom action 
research, The technique of analyzing the data of this research was applied by 
qualitative and quantitative data. The qualitative data were taken from observation 
sheet, interview, and documentation. The quantitative data were taken from the 
test. The reseacher assumes that it will give influence of using Text Twist game 
towards students’ vocabulary mastery. 
Therefore, in this research, the reseacher used Text Twist game to know the 
influence of using Text Twist game towards students’ vocabulary mastery. Thus, 
the title of this research is: “The use Text twist Games in Teaching Students 
Vocabulary at Seventh Grade of SMPN 7 Palopo” 
 
 
 
 
 
 
 
B. The concept of Vocabulary 
1. Definition of Vocabulary 
The definition of Vocabulary taken from same sources: According to Scott 
Thornbury
4
Without vocabulary, nothing can be conveyed. It means that without 
vocabularythere is not value meaning that can be transferred to the others in 
communication.It helps the learners to understand the message of the 
communication. 
Fauziati, states that vocabulary is central to language and of critical 
importance to typical language learner. Without sufficient  vocabulary, one cannot 
communicate effectively or express his idea in both oral and written form. Having 
limited vocabulary is also barrier that precludes learners from learning a foreign 
language. When they do not known how to enrich their vocabulary, for example, 
they often gradually lose interest in learning
5
 
According to Hiebert and Kamil, vocabulary is the set of words for which 
writer know the meanings when the writer speaks or read orally
6
.In addition, 
according to Hatch and Brown
7
vocabulary is a list or set of words for a particular 
language or as a set of words that individual speakers of language might use. It 
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means that, vocabulary is one of the important components of language to 
communicate. 
Based on the definition above, the researcher concludes that vocabulary is a 
set of words or a single word which from the meaning and the function is to 
communicate both oral and printed language. 
2. Kinds of Vocabulary 
In learning vocabulary that found some kinds of vocabulary. So, in this 
study will be explained one by one below: 
1. Receptive Vocabulary ( Passive Vocabulary ) 
Receptive vocabulary is larger than productives ones. Vocabulary 
or words we recognize when we see or hear them, usually in reading and listening. 
The Receptivevocabulary as the language items which can only be recognized and 
comprehended in the context of reading and listening material.
8
And can be 
concluded that receptive vocabulary is words that cannot be produced correctly 
but understood through reading and listening activity and it requires a reader to 
associate label as in reading or listening. 
2. Productive Vocabulary ( Active Vocabulary ) 
Productive Vocabulary to be language items which the learner can 
recall and use appropriately in speech and writing.
9
 Similar to expressive 
                                                             
8
 Wanda Lestari, Improving Students Vocabulary Mastery by Using Text Twist Game, 
(English Department Faculty of  Tarbiyah and Teacher Training  State Islamic University of North 
Sumatera, 2017), p. 16 
 
9
Wanda Lestari, Improving Students Vocabulary Mastery by Using Text Twist Game, 
(English Department Faculty of  Tarbiyah and Teacher Training  State Islamic University of North 
Sumatera, 2017), p.16 
 
 
 
vocabulary. A person’s productive vocabulary in volves of knowing how to 
pronounce the word, how to write and spell it, how to use it in correct 
garammatical pattern along with the word thet usually collocated. 
The group of passive ( Receptive ) vocabulary is usually larger than the 
one of active (Productive) vocabulary and the amount varies from person to 
person. For instance, there will be vocabulary that a learner is capable of 
recognizing and understanding but finds it difficult to appropriately use the 
vocabulary in speaking and writing context. Therefore, it is called receptive 
vocabulary. In another case, there will also be vocabulary which a learner can 
recall and use correctly in the context of speaking and writing. 
3. Types of Vocabulary 
Judy K Montgomery stated that
10
, there are four types of vocabulary which 
must be known and mastered for any skill, such as reading vocabulary, speaking 
vocabulary, listening vocabulary and writing vocabulary. They are: 
1. Reading vocabulary is the words we understand when we read text. 
We can read and uderstand many words that we do not use in our speaking 
vocabulary. This is the 2nd larges vocabulary if you are a reader. If you are not a 
reader, you cannnot “Grow “ yourvocabulary. 
2. Speaking vocabulary is the word we use when we speak or 
speaking vocabulary isrealitevly limited : most adults use a more 5000 to 10.000 
words for all their conversation and instruction. 
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3. Listening vocabulary is the word heard and understand. Starting in 
the womb, vetuses can detec sounds as early 16 weeks. Furthermore, babies are 
listening during all their working hours-and we continiou to learn new words this 
way all of our lives. 
4. Writing vocabulary the word we can retrieve when we write to 
express our selfs. We generaly find it easier to explain our self orally, using vacial 
expression and to help get our ideas across then to find just the right words to 
communicate the same ideas and writing our writing vocabulary is strongly 
influenced by the wordswe can spell. 
There are eight main word classes in English, such as preposition, 
conjunction, determiners, pronoun, adverbs,verbs,noun, andadjectives.
11
 In this 
research, the study was focused on noun. 
a. Noun 
According to Marcela Frank, noun is one of the most important 
parts of speech. Its arrangement with the verb helps to form the sentence core 
which is essential to every complete sentence. In addition, it may function as the 
chief or head word in many structures of modification
12
 
There are some main types of nouns, namely common nouns 
(words for people, places and things are called common nouns), proper nouns (the 
names of particular people, places and things), singular noun, and plural noun. 
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1)Common nouns 
a)Common nouns are words forthings 
These common nouns are words forthings:ruler, chair, hammer, 
bicycle,truth,pen, table, saw, ship, calculator, crayons, sofa, axe, truck,television, 
pencil, loyalty,drill, ferry, fridge, book, lamp, ladder, train,cooker, dictionary, 
carpet, lawnmower, bus, computer, courage,telephone, spade, laziness printer,etc. 
b)Common nouns are words for animals 
These common nouns are words for animals: dog, puppy, 
cat,kitten, cow, calf, horse, foal, sheep, lamb, goat, kid, frog, tadpole, etc 
c)Common nouns are words for places 
These common nouns are words for places: bank, airport, hotel 
gas station, library, park, museum, farm, mall, zoo, theater, factory, hospital, 
nursery, etc 
d)Common nouns are words for people who do certain things 
These common nouns are words for people who do certain 
things: singer, manager, sailor, gardener, dancer, secretary, pilot, police, 
officer,etc. 
2)Proper noun 
As mentioned before the proper noun is word that showed aboutnames 
ofparticular people, places and things. According to Sargeant, thereare somekinds 
of proper noun such as: 
a)The people’s names people’s names are proper nouns. Such as: 
Robin Hood, Florence etc. 
 
 
b) The names of the days of the week and the months of the year 
are proper nouns. 
c) The names of special days and celebrations are also proper nouns. 
d) The names of famous places, buildings and monuments are proper 
nouns. 
e) The names of people who live in a particular country are also 
proper nouns. 
3) Singular noun 
When you are talking about just one thing or person, use a singular 
noun. For example: a tent, a park, an idea, a taxi, a doctor, an oven, a house, a 
lady, an exercise, etc. 
4) Plural Nouns 
Use a plural noun when you are talking about two or more people, 
places or things. Just add s to make most nouns plural. For the example: 
computers, chairs, pens, books, mirrors, tables, rooms, etc.
13
 
4. Technique Improve Vocabulary  
According to Jeremy Harme, there are seven techniques to improve 
vocabulary:
14
 
1. Realia  
One way of presenting words is to bring the things they represent into 
the classroom by bringing “Realia” into the room. Words like “postcard”, “pen”, 
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“ball”, etc. can obviously be presented in this way. The teacher holds up the 
object (or points to it), says the words and then gets the students to repeat it. 
2. Picture  
Pictures can be board drawing, wall pictures and charts, flashcards, 
magazine pictures and any other non-technical visual presentation. Picture can be 
used to explain the meaning of vocabulary items: teachers can draw things on the 
board or bring in pictures.  
3. Mime, Action, and Gesture  
It is often impossible to explain the meaning of words and grammar 
either through the use of realia or picture.  Actions, in particular, are probably 
better explained by mime. Concepts like running or smoking are easy to present in 
this way. 
4. Contrast 
We saw how words exist because of their sense relations and this can be 
used to teach meaning. We can present the meaning of “empty” by contrasting it 
with “full”. We may present these concepts with pictures or mime, and by 
drawing attention to the contrast in meaning we ensure our students’ 
understanding. 
5. Enumeration 
We can use this to present meaning. We can say „clothes‟and explain 
this by enumerating or listing various items. The same is true of ,”vegetable” or 
“furniture”, for example. 
6. Explanation 
 
 
Explaining the meaning of vocabulary items can be very difficult, 
especially at beginner and elementary levels. But with more intermediate students 
such a technique can be used. It is worth remembering that explaining the 
meaning of a word must include explaining and facts of words use which are 
relevant.  
7. Translation 
Translation is a quick and easy way to present the meaning of 
words but it is not without problems. In the first place it is not always easy to 
translate words, and in the second place, even where translation is possible, it may 
make it a bit too easy for 13 students by discouraging them from interacting with 
the words. 
According to Fauziati, there are many techniques to teach 
vocabulary:
15
 
1. Semantic Network 
A semantic network consists of words which share semantic 
features or semantic components. 
2. Memorization (Vocabulary Card System) 
Vocabulary Card System seems to be the most effective and practical way 
of memorization to accomplish new vocabulary.  It is a technique which relies on 
repetitive rote memorization to combat forgetting. 
3. Guessing Meaning from Context 
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It is undeniable that developing vocabulary can be managed 
through inferring word meaning from context. 
4. The Word Wall Approach 
It utilizes a set of six words, filled wall panels, each with different 
background color corresponding to a different curriculum objective (e.g. phonic 
elements, word from classes, grammatical forms, or spelling patterns). 
5. Collocation 
Collocations consist of pairs or groups of words with very high frequency. 
So, there are many techniques to improve vocabulary. The appropriate technique 
is depend on the teacher to make the learning process more fun. 
5. Teaching Vocabulary 
According to Scott Thornbury
16
stated that learners of a second language 
experience a similar bewilderment even with much simpler texts. They may be 
confronted by words that are totally unfamiliar or even be meeting concepts that 
are simply not represented by words in their first language. Therefore, their 
problem are compounded when they need to produce language. Thus learning 
vocabulary ofa second language present the learners with the following callenges: 
1. Making the correct connection, when understanding the second 
language, between the form and the meaning of words, including discriminating 
the meaning of closely related words. 
2. When producing language , using the correct form of a word for 
the meaning intended.  
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According to Cruz-Wiley
17
, teaching vocabulary is critical for the 
comprehension of texts. Building word awareness and vocabulary knowledge 
requires the students to make a personal construction of  meaning  
From the definitions above, the researcher concludes that mastering 
vocabulary its important to students. the process to teach vocabulary may have 
variations from one teacher to another, but the resercher uses manual provides a 
simple structure that can help the students from different levels. 
C. Concept of Text twist games 
1. Definition of Text twist games 
According to Andrew Wright
18
, game is an activity which is entertaining 
and engaging, often challenging, and activity in which learners play and usually 
interact with others. It means that the game is form of play or sport with rules; 
children’s activity when they play with toys, pretend to be somebody else, etc. 
Geoffrey Broughton,stated
19
, games as a form of play governed by 
rules.They should   be enjoyed and fun. They are not just a diversion, a break 
from routine activities, but a way of getting the learner to use the language in the 
course of the game. 
Text Twist Game is a language game where the way of playing this 
game is by arranging some letters which are given by the teacher in order to 
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formas many English words as possible within a certain period of time. This game 
is played in groups. The group which can arrange the most letters into English 
words, will be the winner.
20
It means that,the text twist game is a kind of language 
game played in a group which emphasizes on arranging some letters in task gotten 
from the teacher and the player or students have to rearrange its letters into correct 
words as fast as possible within a certain period of time. 
According to Crawford
21
, Text Twist is simply a Word Scrambling Game, 
in which you have to assemble words ranging from three to six letters. It means 
that, the Text Twist Game is an activity in which learners play and a Word 
Scrambling Game, in which you have to assemble words ranging from three to 
six letters. 
2. Rule of Text Twist Game 
According to Aulia, she stated the way of playing this game is by arranging 
some letters which are given by the teacher in order to form as many English 
words as possible within a certain period of time
22
. It means that the major rule in 
this game is rearranging some letters given into an English word with timing 
duration given. 
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Jay in Nasruddin also stated that if the player gets the word from all 
letters,he/she can move on to the next round.
23
It means that there are some rounds 
in this game. If the player had arranged the letters into correct one in it stage, the 
player may continue the game to next step or round. 
From the explanations, it can be concluded that the main point rule of Text 
Twist game is rearranging some letter in each stage into English correct word with 
timing duration given by teacher If the students or players have rearranged 
correctly in one stage, they may continue the game to the next stage. 
3. Procedure of Text Twist Game 
The procedures of teaching vocabulary through text twist game based 
onSteven J. Brams are as follow:
24
(1) Divide the class into four or five teams. (2) 
Give the aid (unstructured word with blank boxes) and tell the class to write the 
answer. (3) Choose a student from one team and ask to show the students to 
answer. (4) Each group has seven minutes to fill the word into the blank boxes. 
(5) The leaders of teams write the answer on the board. (6) If it is correct, give 
his/her team one point. If it is incorrect, choose one from the other team and look 
at his/hers. Give him/her the point if it is correct. (7) Write incorrect word on the 
board. Tell the class to correct any mistakes they have made. (8) Each team 
translates the words in the blank box and makes a sentence based on the words in 
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each box. (9) The students may open the dictionary. (10) After the students finish 
making a sentence, he/she collects to the teacher 
3. Advantageand Disadvantage of  Using Text Twist Game 
The decision to choose game as a technique is not too bad in learning 
process because game have many advantages for language teaching and learning 
like Text Twist game. The advantages of using game can be seen as follows: 
a. The game helps and encourages many learners to sustain 
their interestand work. 
b. The game also helps the teacher to create the context in 
which thelanguage is useful and meaningful. The learners want to take put and in 
order to do so must understand what other saying or have written, and they must 
speak or write in order to express their own point of view or give the information. 
c. The game causes as much density of practice as more 
conventional drill exercise. 
d. By making the language convey information and opinion, 
gamesprovide the key feature of drill with the opportunity to sense theworking of 
language as living communication.
25
 
Based on Andrew Wright
26
, the advantage of this game are students are 
motivated to look words up in dictionary. Also, text twist game make students 
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become more creative to find out the vocabulary. As the impact, students got 
improvement in vocabulary memorizing skill. 
The disadvantage of this game are no clues to solve the answer, so students 
willbe busy to find out the answer. The game may be time consuming activity if 
theteacher cannot control the class well. Another disadvantages is the class 
woulduncontroll because of the noise that is made by the students.
27
 
Desmanto also stated that the advantages of this game are students will 
be motivated to look words up in dictionary. Also, Text Twist game make 
Students become more creative to find out the vocabulary. As the impact, students 
got improvement in vocabulary memorizing skill.
28
It means that the game can 
make the students motivation to check the new words that they do not know in 
dictionary. Hence, the improvement in vocabulary memorizing will  be more 
developed. 
D. Hypothesis 
1.  The hypothesis of the research are formulated as follow : 
a. (H0) : Teaching Vocabulary by using text twis games is not 
effective way to improving students’ vocabulary ability at the 
seventh grade of SMP Negeri 7 Palopo. 
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b. (H1) : Teaching Vocabulary by using text twis games is effective 
way to improving students’ vocabulary ability at the seventh 
grade of SMP Negeri 7 Palopo. 
2. Hypothesis acceptability criteria 
a. If P-value ≤ α 0,05 means reject H0 
b. If P-value ≥ α 0,05 means accept H0
29
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CHAPTER III 
METHOD OF RESEARCH 
A. Method and Design 
1. Method of Research 
In this research, the reseacher used pre-experimental design with the 
design model One Group Pretest-Posttest design. This design was used because 
the reseacher didan experiment in a single group. There is a pre-test before the 
treatment, when the treatment is complete, the reseacher  gave a post-test, the 
result of treatment effect can be known more accurately by comparing the results 
of the pre-test and the post-test.   
2. Design of Research 
Design in this research involved one class of students with pre-test, 
treatment and post-design. This design of research can be described as follows. 
Pre test Treatment Post test 
01 X 02 
 
Where: 
01 : Pre test 
X : Treatment 
02 : Post test
30
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In this design the researcher observe twice. The first was before treatment 
and the second was after treatment. The observation before treatment called pre-
test (X) and second was after treatment called post-test (Y). If the result of post-
test was better than pre-test, it means the program was effective. If the result of 
post-test was similar to pre-test it means that the program was not effective. 
B. Variable of the Research 
This research involved two variables, those are dependent variable and 
independent variable. They can be described as follows: 
a. Dependent variable was students vocabularyText twist game. 
b. Independent variablewasText twist game. 
C.Population and Sample 
1. Population 
The population of this research was  the first semester students of the 
Seventh grade of SMPN 7 Palopo. The total numbers of population were 155 
students consisted five classe. 
2. Sample 
The sample was class VIIAthat consisted of 20 studentsThe sampling 
technique in this research was purposive samplingbecause in sampling the 
researcher determines the sample to be chosen, and only focuses on one class. The 
researcher took class VIIA because the students' vocabulary were very low in this 
class and the problem in class VIIA was in accordance with the title of the 
researcher 
 
 
 
D.Instrument of the Research 
The instrument of the research was vocabulary test. The test consisted of 20 
multipe chose and 10 fill in the blank. The students given 45 minute to arrive the 
test. 
E. Procedure of Collecting Data 
The data collected by using the procedure below: 
1.  Pre-test 
The researcher gave the pre-test to the students.The pre-test was 
about vocabulary test. The test consists of 30 questions, 20 multipe chose and 10 
fill in the blank. 
2. Treatment 
After doing pre test, the research give treatment by using text twist 
game The treatment was done in three meetings, the step of each meeting, as 
follows : 
a. The first meeting 
 The researcher introduced  and explained Text Twist Game 
and how to work it. 
 After that, the researcher gave an example of Vocabulary about 
things in the classroom 
 The researcher Divided the class into four or five teams 
 Gave the aid (unstructured word about thing in the classroom 
ab word with blank boxes) and told the class to write the 
answer 
 
 
 Chose a student from one team and asked to show the students 
to answer 
 Each group had seven minutes to fill the word into the blank 
boxes 
 The leaders of each teams wrote the answer on the board 
 If it is correct, gave his/her team one point. If it is incorrect, 
chose one from the other team and looked at his/hers. Gave 
him/her the point if it is correct 
 Wrote incorrect word on the board. Told the class to correct 
any mistakes they have made 
 Each team translated the words in the blank box and made a 
sentence based on the words in each box 
 The students might open the dictionary 
 After the students finished making a sentence, he/she collected 
to the teacher. 
b. The second meeting 
 The researcher introduced  and explained Text Twist Game 
and how to work it. 
 After that, the researcher gave an example of Vocabulary about 
public building 
 The researcher Divided the class into four or five teams 
 Gave the aid (unstructured word about public building with 
blank boxes) and told the class to wrote the answer 
 
 
 Chose a student from one team and asked to show the students 
to answer 
 Each group had seven minutes to fill the word into the blank 
boxes 
 The leaders of  each teams wrote the answer on the board 
 If it is correct, gave his/her team one point. If it is incorrect, 
chose one from the other team and looked at his/hers. Gave 
him/her the point if it is correct 
 Wrote incorrect word on the board. Told the class to correct 
any mistakes they have made 
 Each team translated the words in the blank box and mades a 
sentence based on the words in each box 
 The students might open the dictionary 
 After the students finished making a sentence, he/she collected 
to the teacher. 
c. The third meeting 
 The researcher introduced  and explained Text Twist Game 
and how to work it. 
 And then, the researcher gave an example of Vocabulary about 
Animal 
 The researcher Divided the class into four or five teams 
 Gave the aid (unstructured word with blank boxes) and told the 
class to wrote the answer 
 
 
 Chose a student from one team and asked to show the students 
to answer 
 Each group had seven minutes to fill the word into the blank 
boxes 
 The leaders of each teams wrote the answer on the board 
 If it is correct, gave his/her team one point. If it is incorrect, 
chose one from the other team and looked at his/hers. Gave 
him/her the point if it is correct 
 Wrote incorrect word on the board. Told the class to correct 
any mistakes they have made 
 Each team translated the words in the blank box and mades a 
sentence based on the words in each box 
 The students might open the dictionary 
 After the students finished making a sentence, he/she collected 
to the teacher. 
3.  Post-test 
The research gave post test, the test which given in the post test was same 
to the Pre-test, 20 multipe chose and 10 fill in the blank. 
F. Technique of Data Analysis 
Before analyzing the data, the researcher collected the data and analyzed by 
usingprocedures follows: 
a. Analyzing the raw data of pretest. Each of the students’ correct 
answer got 1 and the wrong answer got 0. 
 
 
b. Scoring the students’ correct answers of pre-test and post-test. 
Score  
                                   
           
 × 100 
c. Classifying the students’ scores based on the following 
classification: 
1. 80 to 100 are classified as very good 
2. 61 to 80 is classified as good 
3. 41 to 60 are classified as fair 
4. 21 to 40 are classified as poor 
5. 1 to 20 is classified as very poor31 
d. Calculating the rate percentage of students score by using the 
following formula: 
P = 
   
 
 × 100 
Where : 
P= percentage 
F= frquency 
N= total sample 
e. Calculating the mean score, standard deviation, frequency table 
and test between vocabulary achievement of the pre-experimental by using SPSS 
22 for windows evaluation. 
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CHAPTER IV 
FINDING AND DISCUSSION 
 
The chapter consist of two part, the first is the finding and the second is 
discussions. The finding deal with the result of data analysis and the discussion 
deals with explanation of the findings. 
A. Finding 
The finding of the research were showed to describe the result of data that 
analyzed statically and tabulating of data. It  comparised of the students score in 
pre-test and post-test, classification percentage of students score in pre-test and 
post-test, the mean score and standard deviation of students pre-test and post-test.  
1. Test Analysis students’ vocabulary score in pre-test and post-test 
a. Pre-test (X1)  
In this section, the research  shows the complete score of students in 
vocabulary ( students correct answer ) in pre-test, the mean score and standard 
deviation of students, and the rate percentage of students’ vocabulary score in pre-
test. The research presents the data in the tables and calculates the score by using 
SPPS 22 program. Then, the researcher show the students’complete score students 
vocabulary in pre-test. The tabulation of students’score the pre-test can be seen in 
table 4.1 
 
 
 
 
 
Table 4.1 
The score of Students in Pre-test (X1) 
Respondents Value of Students’ 
Correct Answer 
Score 
R1 20 67 
R2 20 67 
R3 21 70 
R4 12 40 
R5 18 60 
R6 16 53 
R7 19 63 
R8 10 33 
R9 19 63 
R10 19 63 
R11 14 46 
R12 19 63 
R13 20 67 
 
 
R14 22 73 
R15 14 46 
R16 14 46 
R17 10 33 
R18 19 63 
R19 12 40 
R20 20 67 
  
The table 4.1 shows that the highest score was 73.0 just three students got it, 
and lowest score was 33.0. It means that, the students’ vocabulary at the seventh 
year students of SMP Negeri 7 Palopo is still low. 
Furthermore, the research presented and tabulated the mean score of the 
students’correct answer. It can be seen in table 4.2 
Table 4.2 
The Score of students’ correct Answer in pre-test 
Respondent Correct Answer 
R1 20 
R2 20 
 
 
R3 21 
R4 12 
R5 18 
R6 16 
R7 19 
R8 10 
R9 19 
R10 19 
R11 14 
R12 19 
R13 20 
R14 22 
R15 14 
R16 14 
R17 10 
R18 19 
 
 
R19 12 
R20 20 
 
To calculate the mean score of students’ correct answer, the research 
calculated it by using SPSS 22, the result can be presented in to the table 
descriptive statistic it can be seen in table 4.3 
Table 4.3 
The mean score of students’correct answer in pre-test 
Descriptive Statistics 
 N 
Minimu
m 
Maximu
m Mean 
Std. 
Deviation 
Pretest 20 33 73 56.30 12.670 
Valid N 
(listwise) 
20     
 
  From the table 4.3, it shows that the higlest score of students is 
73.and the lowest score is 33. Besides, it also indicates that the mean score of 
students’ accuracy in pre-test is 56.30 and the standard deviation error is 12.670 
In other side, the researcher also has written the students’ score of correct 
answer before giving treatment by Text twist games and i present through the 
table rate percentage scores it can be seen in table 4.4 
Table 4.4 
The Rate Percentage Score of the students’ Accuracy in pre-test 
Classification Score Frequency Percentage 
 
 
Very good 
Good 
Fair 
Poor 
Very poor 
80-100 
61-80 
41-60 
21-40 
1-20 
0 
11 
5 
4 
0 
0% 
55% 
25% 
20% 
0% 
Total 20 100% 
 
The table above show the percentage of student’ score of pre-test. It show 
that was 11 (about 55%) students’ got good classification score, 5 (about 25%) 
students’ got  Fair score, and 4 (about 20%) students’ got Poor score 
a. Post-test (X2) 
After giving treatment, the writer gave more test, namely post-
test to know the use text twist game in teaching vocabulary. The students’ score in 
post-test show in the table 4.5 
 
 
 
Table 4.5 
The score of students’ Vocabulary in post-test 
Respondent Correct Answer Score 
 
 
R1 25 83 
R2 24 80 
R3 23 77 
R4 27 90 
R5 21 70 
R6 28 93 
R7 27 90 
R8 23 77 
R9 24 80 
R10 28 93 
R11 25 83 
R12 23 77 
R13 24 80 
R14 22 73 
R15 26 87 
R16 21 70 
 
 
R17 24 80 
R18 25 83 
R19 26 87 
R20 25 83 
 
The table 4.5 shows that the lowest score was 70 there were one students got  
it beside, the highest score was 93 there were two students got it. 
Furthermore, the researcher presented and tabulated the mean score of the 
students’ correct answer. It can be seen in table 4.6 
Table 4.6 
The Score of Students’ correct Answer in post-test 
Respondent Correct Answer 
R1 25 
R2 24 
R3 23 
R4 27 
R5 21 
R6 28 
R7 27 
 
 
R8 23 
R9 24 
R10 28 
R11 25 
R12 23 
R13 24 
R14 22 
R15 26 
R16 21 
R17 24 
R18 25 
R19 26 
R20 25 
  
The calculate the mean score of students’ correct answer, the reseacher 
calculated it by using SPSS 22. The result can be presented in to the table 
descriptive statistic. It can be seen in table 4.7 
Table 4.7 
The Mean Score of Students’Correct Answer in Post-Test 
Descriptive Statistics 
 
 
 N 
Minimu
m 
Maximu
m Mean 
Std. 
Deviation 
Posttest 20 70 93 81.80 6.818 
Valid N 
(listwise) 
20     
 
  From the table 4.7, it shows that the highest  score of students is 93.and the 
lowest score is 70. Beside, it also indicates that the mean score of students’ 
accuracy in post-test is 81.80 and the standard deviation error is 6.818 
In other side, the researcher also has written the students’ score of correct 
answer before giving treatment by text twist games and it presents through the 
table rate percentage scores. It can be seen in table 4.8 
 
Table 4.8 
The Rate Percentage Score of the Students’ Accurary in Post-Test 
Classification Score Frequency Percentage 
Very good 
Good 
Fair 
Poor 
Very Poor 
80-100 
61-80 
41-60 
21-40 
1-20 
14 
6 
0 
0 
0 
70% 
30% 
0% 
0% 
0% 
Total 20 100% 
  
 
 
The table 4.4 indicates that students’ score in the frequency of pre-test. it 
shows that there were 14 students (70%) who got very good and good there were 
6 students (30%). Based on the data above, it can be seen on the table above there 
were only 14 students got very good that indicated the vocabulary of the students 
still low. 
Besides showing about the mean score in subject of students vocabulary, this 
research also will present the total mean score and standard deviation of in pre-
test and post-test, and then compare both of them. The result presented in to the 
table descriptive statistic. it can be seen in table 4.9. 
 
 
 
 
The Table 4.9.  
The Paired Samples Statistics af Pre-Test And Post-Test 
Paired Samples Statistics 
 Mean N 
Std. 
Deviation 
Std. Error 
Mean 
Pair 1 Pretest 56.30 20 12.670 2.833 
Posttest 81.80 20 6.818 1.525 
 
The table 4.9 shows the mean score of the students pretest was 56.30 
and the mean score of posttest was 81.80. Standard deviation of pretest was 
12.670 and the standard deviation of posttest was 6.818. It means there is 
increasing after using text twist game improve students’ vocabulary. 
 
 
Table 4.10  
The Paired Samples Test of Pre-Test and Post-Test 
 
Paired Samples Test 
 
Paired Differences 
T Df 
Sig. 
(2-
tailed
) Mean 
Std. 
Deviatio
n 
Std. 
Error 
Mean 
95% Confidence 
Interval of the 
Difference 
Lower Upper 
Pa
ir 
1 
Pretest 
– 
Posttes
t 
-25.500 15.195 3.398 -32.612 
-
18.388 
-
7.505 
19 .000 
 
The hypothesis was tasted by using SPSS 22. In this case, the researcher used 
t-test (testing of significance) for paired sample t-test, that is a test to know the 
significance difference between the result of students’ mean score in pretest and 
posttest. 
Assuming that the level of significance (α) = 0.05, the only thing which is 
needed; the degree of freedom (df) = N – 1, where df = 19, than the t-test is 
presented in the following table. 
Table 4.11 
The Probability Value of T-Test of The Students’ Achievement 
Variable P-Value (α) 
X2 - X1 0.00 0.05 
 
 
 
B. DISCUSSION 
At the begining of the research, the researcher explained there were 
some procedures used to know students’ vocabulary. Some test were conducted to 
collect the data such as pre-test and post-test. Students were given a pretest to 
determine their vocabulary, after giving pretest, the researcher gave treatments. 
The researcher had done it three time of treatments. In the treatment the researcher 
explained about thing in the classrom, public building, and Animal by text twist 
game. Then, post-test, the researcher gave the same vocabulary test as in pretest, 
the post-test was done after giving three treatment to the students, it was done to 
get students score in post test and to know the students vocabulary improvement. 
Based on the analysis of the data and the testing of hipothesis, the result of 
T-test null hypothesis (H0) is refused and alternative hypothesis (Ha) is accepted. 
It means that the treatments had use text twist games in teaching students 
vocabulary, so alternative hypothesis (Ha) is accepted.  
In this research, there are two previous researcher. The first, Nurdianita 
concluded that ”The Use of Text Twist Game for Teaching Vocabulary”. The 
similarities between Nurdianita’s research is text twist game in teaching 
vocabulary and differences Nurdianita’s research, she used  a quasi-experimental 
research as research method, which was divided into two grups, the first group 
was named experimental group, The second group was named control group 
The second Wanda Lestari “Improving Students Vocabulary Mastery by 
using Text Twist” The similarities between Nurdianita’s research is text twist 
 
 
game in teaching vocabulary and differences Nurdianita’s research, she used 
calssroom action research, The technique of analyzing the data of this research 
was applied by qualitative and quantitative data. The qualitative data were taken 
from observation sheet, interview, and documentation. The quantitative data were 
taken from the test, In this case, the result of both research showed that text twist 
game can be used to teach vocabulary 
According to Andrew Wright, this games made students will be motivated to 
look words up in dictionary. Also, text twist games make students become more 
creative to find out the vocabulary. As impact, students got improvement in 
vocabulary memorizing skill. 
32
 It means that, text twist game have some benefits 
in improvement students’ vocabulary. Therefore, it can be concluded that 
students’ vocabulary was influenced by the text twist game rather than without 
using it.  
Based on the result of data analysis, the researcher concluded that there 
was a significant difference between pretest and posttest in teaching students 
vocabulary trough text twist game. In other words, using text twist game in 
teaching vocabulary could be used to increase the students’ vocabulary. 
The result of statistical analysis for level of significance 0,05 with degree of 
freedom (df) = N-1, where  (N) = 20, df = 19. The probability value was smaller 
than α (0.00<0.05). It indicated that the alternative hypothesis (H1) was accepted 
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and the null hypothesis (H0) was rejected. It means that text twist game is 
effective in increasing students vocabulary. 
 
 
 
CHAPTER V 
CONCLUSION AND SUGGESTION 
 
A. Conclusion 
Based on the findings and discussion of the research, it can be concluded 
that the use of Text Twist game is effective in teaching the students’ vocabulary 
mastery in SMPN 7 Palopo. It is proved by means score of the students post-test 
(81.80), Which is greater than means score of the students’ pre-test (56.30), The 
result can be seen from sig. (2-tailed) of the equal variance assumed in the 
independent sample test table where the sig. (2-tailed) is 0.000. It is lower than α 
= 0.05 and it means that Ho is rejected and Ha is accepted. 
Based on the result of data analysis, the writer concluded that there was 
significant influence of Text Twist game towards students’ vocabulary mastery in 
the second semester of the seventh grade at SMPN 7 Palopo. 
B. Suggestions 
Based on the result of this research, the writer proposed suggestions as follows: 
1. For the teacher 
 
 
a. The teacher should try a new method with interesting technique. 
Considering the technique, the writer suggests the English teachers 
will apply Text Twist game as one of the way in teaching vocabulary 
because it can help the students in recalling and memorizing new 
words easier Teaching vocabulary by using Text twist game is also 
attractive and variously, hence, it is able to improve student’s interest. 
b. To improve the students independency, the writer suggests the teacher 
will let the students to work in groups since work group can provide 
learners with an 
c. opportunity to learn from each other in an active and involved way. In 
addition, it takes the control away from the teacher and gives it to the 
learners temporarily. 
2. For the students 
The student should also have high motivation to and practice what they 
have learnt from their teacher everywhere and every time. The students are able 
toincrease their skill in vocabulary mastery indirectly. By applying Text Twist 
game in teaching learning activity, hopes it can dig the student’sinterest in English 
because the method is more fun and enjoyable especially in vocabulary mastery 
Students not only will be more attracted in learning English vocabulary without 
under pressure feeling and forced but also will memorize words or vocabulary 
easier indirectly. 
3. For other researcher 
 
 
Other researchers are expected to do a similar research with a similar topic 
by using a wider scope and larger population. Therefore, the result will be more 
applicable in a tertiary level. The researcher hopes there will be some corrections 
and critics from the other researcher who read and investigate the same field to 
make it more perfect. 
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APPENDIX 1 
RENCANA PELAKSANAAN PEMBELAJARAN 
(RPP) 
 
Sekolah  :  SMPN 7 PalopO 
Mata Pelajaran :  Bahasa Inggris 
Pertermuan  : Kedua 
Topik/Tema  : Noun 
Materi   : The names of the Things in the Classroom 
Kelas/Semester :  VII/Ganjil 
Waktu   :  2 x40 menit 
   
A. Kompetensi Dasar  
- Mengidentifikasi fungsi sosial, struktur teks, dan unsur kebahasaan 
teks interaksi transaksional lisan dan tulis yang melibatkan 
tindakan memberi dan meminta informasi terkait nama binatang, 
benda, dan bangunan publik yang dekat dengan kehidupan peserta 
didik sehari-hari, sesuai dengan konteks  penggunaannya. 
B. Indikator Pencapain Kompetensi 
- Mengidentifikasi nama binatang, benda, dan bangunan publik yang 
dekat dengan kehidupan peserta didik sehari-hari 
- Menyebutkannama binatang, benda,danbangunanpublik yang 
dekatdengankehidupansiswa. 
 
C. Materi Pembelajaran 
- Menuliskankata yang benar kedalam kotak kosong 
- Menerjemahkah kata didalam kotak kosong 
- Membuat kalimat berdasarkan kata di setiap kotak 
D. Metode Pembelajaran 
 
 
- Tanya jawab 
- Diskusi Kelompok 
- Role play 
 
E. Langkah-langkah  
a. Kegiatan awal 10 menit 
Orientasi 
- Melakukan pembukaan dengan salam pembuka dan berdoa  
untuk  memulai pembelajaran 
- Memeriksa kehadiran peserta didik sebagai sikap disiplin 
- Menyiapkan fisik dan psikis peserta didik  dalam mengawali 
kegiatan pembelajaran. 
Apersepsi 
 
- Mengaitkan materi/tema/kegiatan pembelajaran yang akan 
dilakukan dengan pengalaman peserta didik dengan 
materi/tema/kegiatan sebelumnya 
- Mengajukan pertanyaan yang ada keterkaitannya dengan 
pelajaran yang akan dilakukan  
Motivasi 
 
- Memberikan gambaran tentang manfaat mempelajari pelajaran 
yang akan dipelajari. 
- Menyampaikan tujuan pembelajaran pada pertemuan yang  
berlangsung 
b. Kegiatan inti (core) 60 menit 
 
- Siswa dibagi menjadi empat kelompok  
- Siswa diberikan beberapa kata tidak terstruktur pada potongan 
kertas kartun 
- Guru memilih seorang siswa  untuk menunjukkan kata tidak 
terstruktur kemudian mintalah siswa untuk menjawab 
 
 
- Setiap kelompok memiliki tujuh menit untuk mengisi kata ke 
dalam kotak kosong 
- Para pemimpin tim menulis jawaban di papan tulis 
- Jika itu benar, berikan satu poin kepada timnya. Jika salah, 
pilih salah satu dari tim lain dan lihatlah jawabannya. Beri dia 
poin jika itu benar 
- Tuliskan kata yang salah di papan tulis, kemudian Beritahu 
siswa untuk memperbaiki kesalahan yang telah mereka buat 
- Kemudian Setiap tim menerjemahkan kata-kata di kotak 
kosong dan membuat kalimat berdasarkan kata-kata di setiap 
kotak 
- Siswa diijinkan membuka kamus 
- Setelah siswa selesai membuat kalimat, mereka 
mengumpulkannya ke guru 
c. Kegiatan akhir (closing) 10 menit 
- Menyakan kesulitan Siswa tentangkosakata yang berkaitan 
dengan”the names of the things in the classroom” . 
- Guru meminta beberapa siswa untuk menyebutkan poin-poin 
pembelajaran 
- Doa 
F. Sumber/Media Pembelajaran  
 Cartoon paper 
 Kamus 
G. Prosedur/Jenis penilaian  
 Test tertulis 
 Pengamatan  
 
 
 
 
 
 
RENCANA PELAKSANAAN PEMBELAJARAN 
(RPP) 
 
Sekolah  :  SMPN 7 Palopo 
Mata Pelajaran :  Bahasa Inggris 
Pertermuan  : Ketiga 
Topik/Tema  : Noun 
Materi   : The names of the Public Bulding 
Kelas/Semester :  VII/Ganjil 
Waktu   :  2 x40 menit 
   
A. Kompetensi Dasar 
- Mengidentifikasi fungsi sosial, struktur teks, dan unsur kebahasaan 
teks interaksi transaksional lisan dan tulis yang melibatkan 
tindakan memberi dan meminta informasi terkait nama binatang, 
benda, dan bangunan publik yang dekat dengan kehidupan peserta 
didik sehari-hari, sesuai dengan konteks  penggunaannya. 
B. Indikator Pencapain Kompetensi 
- Mengidentifikasi nama binatang, benda, dan bangunan publik yang 
dekat dengan kehidupan peserta didik sehari-hari 
- Menyebutkannama binatang, benda,danbangunanpublik yang 
dekatdengankehidupansiswa. 
 
C. Materi Pembelajaran 
- Menuliskankata yang benar ke dalam kotak kosong 
- Menerjemahkah kata di dalam kotak kosong 
- Membuat kalimat berdasarkan kata di setiap kotak 
D. Metode Pembelajaran 
- Tanya jawab 
 
 
- Diskusi Kelompok 
- Role play 
 
E. Langkah-langkah  
a. Kegiatan awal 10 menit 
Orientasi 
- Melakukan pembukaan dengan salam pembuka dan berdoa  
untuk  memulai pembelajaran 
- Memeriksa kehadiran peserta didik sebagai sikap disiplin 
- Menyiapkan fisik dan psikis peserta didik  dalam mengawali 
kegiatan pembelajaran. 
Apersepsi 
 
- Mengaitkan materi/tema/kegiatan pembelajaran yang akan 
dilakukan dengan pengalaman peserta didik dengan 
materi/tema/kegiatan sebelumnya 
- Mengajukan pertanyaan yang ada keterkaitannya dengan 
pelajaran yang akan dilakukan  
Motivasi 
 
- Memberikan gambaran tentang manfaat mempelajari pelajaran 
yang akan dipelajari. 
- Menyampaikan tujuan pembelajaran pada pertemuan yang  
berlangsung 
b. Kegiatan inti (core) 60 menit 
- Siswa dibagi menjadi empat kelompok  
- Siswa diberikan beberapa kata tidak terstruktur pada potongan 
kertas kartun 
- Guru memilih seorang siswa  untuk menunjukkan kata tidak 
terstruktur kemudian mintalah siswa untuk menjawab 
- Setiap kelompok memiliki tujuh menit untuk mengisi kata ke 
dalam kotak kosong 
 
 
- Para pemimpin tim menulis jawaban di papan tulis 
- Jika itu benar, berikan satu poin kepada timnya. Jika salah, 
pilih salah satu dari tim lain dan lihatlah jawabannya. Beri dia 
poin jika itu benar 
- Tuliskan kata yang salah di papan tulis, kemudian Beritahu 
siswa untuk memperbaiki kesalahan yang telah mereka buat 
- Kemudian Setiap tim menerjemahkan kata-kata di kotak 
kosong dan membuat kalimat berdasarkan kata-kata di setiap 
kotak 
- Siswa diijinkan membuka kamus 
- Setelah siswa selesai membuat kalimat, kemudian 
mengumpulkannya ke guru 
c. Kegiatanakhir (closing) 10 menit 
- Menyakan kesulitan Siswa tentangkosakata yang berkaitan 
dengan” The names of the Public Bulding” . 
- Guru meminta beberapa siswa untuk menyebutkan poin-poin 
pembelajaran 
- Doa 
F. Sumber/Media Pembelajaran  
 Cartoon paper 
 Kamus 
G. Prosedur/Jenis penilaian  
 Test tertulis 
 Pengamatan  
 
 
 
 
 
 
 
 
RENCANA PELAKSANAAN PEMBELAJARAN 
(RPP) 
 
Sekolah  :  SMPN 7 Palopo 
Mata Pelajaran :  Bahasa Inggris 
Pertermuan  : Ketiga 
Topik/Tema  : Noun 
Materi   : The names of the Animal 
Kelas/Semester :  VII/Ganjil 
Waktu   :  2 x40 menit 
   
A. Kompetensi Dasar 
- Mengidentifikasi fungsi sosial, struktur teks, dan unsur kebahasaan 
teks interaksi transaksional lisan dan tulis yang melibatkan 
tindakan memberi dan meminta informasi terkait nama binatang, 
benda, dan bangunan publik yang dekat dengan kehidupan peserta 
didik sehari-hari, sesuai dengan konteks  penggunaannya. 
B. Indikator Pencapain Kompetensi 
- Mengidentifikasi nama binatang, benda, dan bangunan publik yang 
dekat dengan kehidupan peserta didik sehari-hari 
- Menyebutkannama binatang, benda,danbangunanpublik yang 
dekatdengankehidupansiswa. 
 
C. Materi Pembelajaran 
- Menuliskankata yang benar ke dalam kotak kosong 
- Menerjemahkah kata di dalam kotak kosong 
- Membuat kalimat berdasarkan kata di setiap kotak 
D. Metode Pembelajaran 
- Tanya jawab 
 
 
- Diskusi Kelompok 
- Role play 
E. Langkah-langkah  
a. Kegiatan awal 10 menit 
Orientasi 
- Melakukan pembukaan dengan salam pembuka dan berdoa  
untuk  memulai pembelajaran 
- Memeriksa kehadiran peserta didik sebagai sikap disiplin 
- Menyiapkan fisik dan psikis peserta didik  dalam mengawali 
kegiatan pembelajaran. 
Apersepsi 
 
- Mengaitkan materi/tema/kegiatan pembelajaran yang akan 
dilakukan dengan pengalaman peserta didik dengan 
materi/tema/kegiatan sebelumnya 
- Mengajukan pertanyaan yang ada keterkaitannya dengan 
pelajaran yang akan dilakukan  
Motivasi 
 
- Memberikan gambaran tentang manfaat mempelajari pelajaran 
yang akan dipelajari. 
- Menyampaikan tujuan pembelajaran pada pertemuan yang  
berlangsung 
b. Kegiatan inti (core) 60 menit 
- Siswa dibagi menjadi empat kelompok  
- Siswa diberikan beberapa kata tidak terstruktur pada potongan 
kertas kartun 
- Guru memilih seorang siswa  untuk menunjukkan kata tidak 
terstruktur kemudian mintalah siswa untuk menjawab 
- Setiap kelompok memiliki tujuh menit untuk mengisi kata ke 
dalam kotak kosong 
- Para pemimpin tim menulis jawaban di papan tulis 
 
 
- Jika itu benar, berikan satu poin kepada timnya. Jika salah, 
pilih salah satu dari tim lain dan lihatlah jawabannya. Beri dia 
poin jika itu benar 
- Tuliskan kata yang salah di papan tulis, kemudian Beritahu 
siswa untuk memperbaiki kesalahan yang telah mereka buat 
- Kemudian Setiap tim menerjemahkan kata-kata di kotak 
kosong dan membuat kalimat berdasarkan kata-kata di setiap 
kotak 
- Siswa diijinkan membuka kamus 
- Setelah siswa selesai membuat kalimat, kemudian 
mengumpulkannya ke guru 
c. Kegiatanakhir (closing) 10 menit 
- Menyakan kesulitan Siswa tentangkosakata yang berkaitan 
dengan”The names of the Animal” . 
- Guru meminta beberapa siswa untuk menyebutkan poin-poin 
pembelajaran 
- Doa 
F. Sumber/Media Pembelajaran  
 Cartoon paper 
 Kamus 
G. Prosedur/Jenis penilaian  
 Test tertulis 
 Pengamatan  
 
 
 
 
 
 
 
 
 
APPENDIX 2 (TEST) 
PRE-TEST 
 
Name: ........................ 
Class: ......................... 
No 1–10 
Direction: Read the words about Thin g in classroom below then find the best 
meaning of each word   by crossing the option (a), (b), (c), or (d)! 
 
1. Chair  = . . .         6. Marker = . . . 
a.  Kursi    a. Tukang Cap 
b.  Kursi listrik   b. Spidol 
c. Ketua    c. Penilain 
d. Kursi kayu    d. Penghapus 
 
2. Board  = . . .        7.  Pen = . . . 
a. Papan    a. Pensil 
b. Papan Tulis   b. Spidol 
c. Pentas    c. Polpen 
d. Menumpang   d. Menulis 
 
3. Notebook = . . .        8. Eraser = . . . 
a. Buku agenda   a. Penghapus 
b. Catatan    b. Karet Penghapus 
c. Buku tulis    c. Pensil 
d. Buku    d. Polpen 
 
4. Table  = . . .         9.  Clock= . . . 
a. Daftar    a. Lonceng  
b. Meja    b. Jam besar 
c. Tenis meja    c. Jam 
d. Taplak meja   d. Jam dinding 
 
5. Bag = ...       10.  Pencil = . . . 
a. Kantong    a. Penghapus 
b. Karung    b. Polpen 
c. Tas     c. Tas 
d. Koper    d. Pensil 
 
No. 11- 20 
Direction: Read the text below, fill in the blanks with the names of animal and 
choose the best answer by the words in the help Box ! 
   
Anaconda     Blue whale    Python      Cheetah 
 Male Gorila      Brown Bear    Ostrich 
Goliath frog   African elepant   Emperor penguin 
 
 
 
11. Largest frog ................. 
12. Deepest diver .................. 
13. Fastest land animal .............. 
14. Largest fish .................... 
15. Snake with longest tangs .............. 
16. Tallest bird ................. 
17. Largest Ape ............... 
18. Greatest traveller ............. 
19. Largest snake .............. 
20. Largest ............ 
No 21–30 
Direction: Read the words about Public building below then find the best meaning 
of each word   by crossing the option (a), (b), (c), or (d)! 
 
21. Bakery = . . . .   26.  School = . . . 
a. Restoran        a. Sekolah 
b. Toko Roti        b. Kampus 
c. Kantin             c. Asrama 
d. Warung        d. Class 
22. Museum = . . .   27. Office = . . . 
a. Sekolah       a. Sekolah 
b. Musium       b. Kampus 
c. Toko Roti       c. Kantor 
d. Kantin        d. Asrama 
23. Hospital = . . .   28. Cinema = . . . 
a. Klinik        a. Bioskop 
b. Rumah Sakit       b. Pasar 
c. Rumah Makan      c. Toko buku 
d. Gereja        d. Musium 
24. Dormitory = . . .   29. BookStore = . . . 
a. Sekolah        a. Stori buku 
b. Rumah Sakit        b. Musium 
c. Klinik         c. Bioskop 
d. Asrama        d. Toko buku 
25. College = . . .   30. Liberary = . . . 
a. Rumah Sakit         a.  Pasar 
b. Sekolah         b.  Hotel 
c. Kampus         c. Perpustakaan 
d. Asrama         d. Kampus 
 
 
POST-TEST 
 
Name :..................... 
Class :....................... 
No 1–10 
Direction: Read the words about Thin g in classroom below then find the best 
meaning of each word   by crossing the option (a), (b), (c), or (d)! 
 
6. Chair  = . . .         6. Marker = . . . 
a.  Kursi    a. Tukang Cap 
b.  Kursi listrik   b. Spidol 
e. Ketua    c. Penilain 
f. Kursi kayu    d. Penghapus 
 
7. Board  = . . .        7.  Pen = . . . 
e. Papan    a. Pensil 
f. Papan Tulis   b. Spidol 
g. Pentas    c. Polpen 
h. Menumpang   d. Menulis 
 
8. Notebook = . . .        8. Eraser = . . . 
e. Buku agenda   a. Penghapus 
f. Catatan    b. Karet Penghapus 
g. Buku tulis    c. Pensil 
h. Buku    d. Polpen 
 
9. Table  = . . .         9.  Clock= . . . 
a. Daftar    a. Lonceng  
b. Meja    b. Jam besar 
c. Tenis meja    c. Jam 
d. Taplak meja   d. Jam dinding 
 
10. Bag = ...       10.  Pencil = . . . 
a. Kantong    a. Penghapus 
b. Karung    b. Polpen 
c. Tas     c. Tas 
d. Koper    d. Pensil 
 
No. 11- 20 
Direction: Read the text below, fill in the blanks with the names of animal and 
choose the best answer by the words in the help Box ! 
   
 
Anaconda     Blue whale    Python      Cheetah 
 Male Gorila      Brown Bear     Ostrich 
Goliath frog   African elepant  Emperor penguin 
 
 
26. Largest frog ................. 
27. Deepest diver .................. 
28. Fastest land animal .............. 
29. Largest fish .................... 
30. Snake with longest tangs .............. 
31. Tallest bird ................. 
32. Largest Ape ............... 
33. Greatest traveller ............. 
34. Largest snake .............. 
35. Largest ............ 
No 21–30 
Direction: Read the words about Public building below then find the best meaning 
of each word   by crossing the option (a), (b), (c), or (d)! 
 
36. Bakery = . . . .   26.  School = . . . 
e. Restoran        a. Sekolah 
f. Toko Roti        b. Kampus 
g. Kantin             c. Asrama 
h. Warung        d. Class 
37. Museum = . . .   27. Office = . . . 
e. Sekolah       a. Sekolah 
f. Musium       b. Kampus 
g. Toko Roti       c. Kantor 
h. Kantin        d. Asrama 
38. Hospital = . . .   28. Cinema = . . . 
e. Klinik        a. Bioskop 
f. Rumah Sakit       b. Pasar 
g. Rumah Makan      c. Toko buku 
h. Gereja        d. Musium 
39. Dormitory = . . .   29. BookStore = . . . 
e. Sekolah        a. Stori buku 
f. Rumah Sakit        b. Musium 
g. Klinik         c. Bioskop 
h. Asrama        d. Toko buku 
40. College = . . .   30. Liberary = . . . 
e. Rumah Sakit         a.  Pasar 
f. Sekolah         b.  Hotel 
g. Kampus         c. Perpustakaan 
h. Asrama         d. Kampus 
 
 
 
 
APPENDIX 3 
ANSWER KEY 
 
1. A 
2. B 
3. C 
4. B 
5. C 
6. B 
7. C 
8. A 
9. C 
10. D 
11. Goliath frog 
12. Emperor penguin 
13. Cheetah 
14. Blue whale 
15. Phyton 
16. Ostrich 
17. Male Gorila 
18. Brown bear 
19. Anaconda 
20. African elepant 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Topic  : Vocabulary 
Subtopic : Noun (Things In the Classroom ) 
A. Write the correct word in blank boxes. 
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8.  
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B. Translate the words in the blank box 
 
C. Write a sentence  for  each word 
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APPENDIX 4 
STUDENT ANSWER 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
APPENDIX 5 
RESEARCH PERMIT 
 
 
 
 
 
APPENDIX 6 
RESEARCH LETTER 
 
 
 
 
 
 
APPENDIX 7 
CORRECTION RESULTS 
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The Researcher was explaining material to the students 
 
 
 
 
       
 
 
 
 
 
 
 
 
The Students Was completing the Text Twist by grouping 
 
 
 
 
 
 
 
 
 
 
 
 
 
CURICULUM VITAE 
 
 The researcher, Zakina was born on July 24
th
 1996 in Ternate. She is 
the second daugther of Sumardy and Syamsia. She is have one sister, her name is 
Sartika Sumardy and has one young brother, his name is Sahnas Sumardy. In 
2003, she started her education at SDN 530 redo and graduated in 2008. In the 
same year she continued her study at MTS Keppe and graduated in 2011. Then 
she continued her study at SMAN 1 Larompong she took IPA and finally she 
graduated in 2014. After graduated from Vocational High school, she continued 
her study at State Institute for Islamic Studies (IAIN) Palopo and she took English 
Study Program of Tarbiyah and Teacher Training Faculty. She had ever joined 
some training such us OSCAR in 2014 and she was join FreshmenTtrainiong 
Camp (FTC) in 2014, Fun With English, and Got talent. 
 
 
 
 
 
 
 
